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I. FIREWORLD” 



Welcome to FfreWorla You mgy 
have already traveled inrough Eann- 
Wodd™ ard succeeded in solving the 
EarthWorld nuzzle, FheWarld is the 
second ir a se r es of 'our worlds that 
must pass through or. your quest 
the Swcrd gt Ultimate Sorcery. 

You enter F-eWorld as a mighty war- 
|"or Y&ur sk l and courage wifcl be 
tested with cange'ous trials and ob¬ 
stacles. The object of the game is to 
solve the puzzle. 

The Fi reWfarid puzzle is based on the 
ree of Life, with ten rooms linked 
together by ten r ooms with door¬ 
ways FireWo'id has ten treasure 


chest rooms, some containing dif¬ 
ferent magical objects. These ob¬ 
jects wn help you on your journey 
through Fire World Carrying carbcu- 
ar objects will nelp you find dues. 
Before you can explore these rooms, 
you'll be called upon to demonstrate 
certain skills just as Terr and Tarra 
are tested in the Fire World comio 
book. As a warrior, your skills are 
Important for concurring Fire World 
To help you in your quest, you will 
be armed wiih the RreWorid comic 
book which contains additional 
dues. Some clues will come from a 
combination of both the com-c book 
and me Game Program carlriage. 
These clues will refer back to the 
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enclosed comic book and hint at 
the solution to the FI re World 
puzzle. 


You have just leaoed into The bla* 
ing flames of Fire World—see If 
ycu can survive and triumph 1 


2. GAME PLAY 


As a warrior, you N need courage 
and skill, bu: you li also need to be 
a detective and an explorer to find 
the hidden clues and solve the 
FireWond puzsrie 

Remember, this game s a buzz e 
These instruct ons will not tell you 
how to solve the puzzle, but 
together with the com c beck will 
help you find the necessary clues 
to solve [he puzzle. You will have 
to use trial anc &Tor methods to 
obtam the information needed to 
solve the Fs 'eWorld ouzzie 


in FrreWorld, you wil encounter 
ten different rooms There are 16 
objects randomly located 
throughout these rooms, but you 
can omy take six objects at a time 
As you leave the right object(s) in 
the correct fOCrnfs). you will 
receive clues that will he;p you 
save tne puzze Figure ^ snows 
what each object locks like. These 
are some of the magical Objects 
which ne p Tot ard Tarra in their 
quest for the Sword of Ultimate 
Sorcery, 


«L 

Oil Lamp 

Water 


Rope 

Am 

Tallisman of Passage 

Amutet 

Ring WJi 

Chalice 

Leather Armor 
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Cloak of lovisibniy 

Warrior's Sword 

jk 

Shoes of 3 lea 11 r 

Jm 

Graopimg Hoa* 

° w *— 

Snort Swore 

Shield 

Food |"| 

-A II 


Figure ■ - inventmy of Magical Objects 


Toe nost irnpor*ani object you will 
seek is the cha -ce Without i you 
will oe barred from entering a 
secret room, "'“rns. secret room is 
at the center of the Tree of Life, 
he magic chance conta ns water 
to cog! and protect T-arr anc Tarra 
f rom the intense oea: c * re World 

When yot find it. mage doors wiil 
open for vol 

[f you leave the right object;s) m 
the appropriate room(s), you w 
receive a clue disp-ay h toe 
eerier of t"e display Is your clue 
^ake a note of each due fo r It is 
you key to sol v ng the suzzle 
(See Figure 2 for sample cfee 
display.; 



Figure 2 Due Display 


Each clue will re*e r Deck to She 
comic book; For example the 
nurnera 05 could mean Look on 
□age 5 for a clue to the FlreWodd 
puzz;e. By tr al and error, you will 
earn how to interpret each clue 
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Before you can enter the ten trea¬ 
sure chess rooms in Fire World, you 
wifi be expected to perform a skill 
and action seouence ror example 
you might t>e required to catch razor- 
sharp knives, dodge flam ng fire¬ 
birds, or even kill venomous 
snakes. Tom and Tarra must el$o 
survive some cancerous spurts 
After completing she skill and act on 
Sequences you Irka To'r and Tarra. 
sha;l ga n w sdom. mercy, power, 
understanding, and perhaps 
valuable prizes as well (See 
Figures 3-8 for sample skiii and 
action sequences.) Figure 4 - Flaming Firebirds 




Figure 3 - Deadly Snakes 

A rea test of courage You must 
□ass through this deadly pit of 
venomous snakes. 

NOTE; Some sk'll and act on se- 
cuences m gh£ appear tc ae re¬ 
peated but wi l lead you to different 
treasure chest r ooms. 


Figure 5 - Ryrng Fire Gobl es 

You must eaten and □ ace these 
fire goblins me a box 


Dodge The flaming firebirds, for it 
you touch then they become wild 
However f lamed, These Dims 
coo'd lead you to a treasure chest 
of magical objects 
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Figure 6 - Flaming Hot Knives 



figure 5 - Jawing Salamanders 



Proiec' yourseif from ho: knives 
that fall from the ceiling by guiding 
the knives into a stationary pi: 



Figure 7 - Fire-Breatning Dragons 


Use your arrows h o shoot down 
hyng fire-breathing dragons but 
watch out for their hor fames. 


Wha: apoear to be innoceni 
snakes turn out ::o be huge jaw»ng 
sal a mar cars You must dodge the 
sal a markers to escape alive. 

You mg si complete each skill 
before you can enter a room in 
which is leave or retrieve your ob¬ 
jects When you encounter a sk;ll 
"ana action seauence. experiment 
with The Joystick a no the red con¬ 
troller button Some seauences fi¬ 
gure me use of tee Joystick; seme 
t^e r ed controller buicon 



5 


3. USING THE CONTROLLER 



NOTE: Some dears are locked, 
which means They are Invisible. 
However, certain objects will allow 
you to unlock these doors. 


Jse your Joystick Controller with 
this ATARI Game Frog ram par¬ 
tridge. Be sure to dug the con¬ 
troller cable firmly into me LEF 7 
CONTROLLER jack at the back Of 
your ATARI 2600 Video Computer 
System game Hold the corira e- 
with me red Cut ten ‘c your upper 
eft. toward the television screen, 
(See your Owners Manual for fur¬ 
ther details.) 

CONTROLLER ACTION 

Tc start tne game, press The red 
cant roller button. Jse me Joystick 
to move your warrior up, down¬ 
right or lett mrough mo maze of 
rooms 

To pick up an object pos tion the 
cursor cirect y over ine ccjec: and 
press tne rec controller button 
The adject will then appear at the 
bottom oi the screen ard w \ con¬ 
tinue to move with you until you 
aecide to leave it n a room To 
leave an object in a "oom. move lo 
the bottom of the screen posit or 
the cursor di-ect y over the object* 
anc press the red controller but¬ 
ton The object wilt stay in the 
roam until you pick i up again 

To move from room eq room, posi- 
f'Oh you T war nor in a dad r way, 
fee Figure 9 ; arc walk through 
Ihe ex t aro down the hallway into 
ancmer doorway (see Figure 10). 


Figure 9 - Room with Doorways 


Figure 10 - Halfway 
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Cursor 


if you press the red Dutton wh^re n 
a with doorways, you will 
move into a ski and action se¬ 
quence. After you have competed 
the skill, the prog-am automatically 
moves you into ano’her room with 
doorways "r into a treasure chest 
room w»th objects IF you find 
you-seif -r a treasure chest ^oom 
see Figure Hi, you may Dick jd 
br drop oft any object, Femember, 
you can only carry six ob.ects at a 
time. To leave a measure'chest 
room move the cursor to the 
small ooe^. door In tne lower left 
corner o f the room, and press the 
red ccrl'olner button,see Figure 11' 



Open Doorway Objects 

Figure 1 » - Treasure Chest Room 


4. CONSOLE CONTROLS 


GAME SELECT SWITCH 

GAME SELECT s not used n 
FireWorla. 

GAME RESET SWITCH 

s res$ GAME RESET cur ng game 
play to r et.m to tne fhst display 
anc to start the game over 


DIFFICULTY SWITCHES 

The RIGHT and LEFT DIFFI¬ 
CULTY switcnss are not used o 
FireWorld. 

TV TYPE SWITCH 

Set th $ swlte^ to COLOR if you re 
paying on a color Television set 
Set it to B-W to play tne ga^e n 
b ack and white 


5. HELPFUL HINTS 


1 Use paper and pencil v.nile 
□ lav ing F i re Wone W? < te do w n 
clues. and keep a lac of d f- 
ferent moves to r reference dur¬ 
ing game clay 


2 Just because you use an coject 
to obtam one clue, doesn t 
mean the same object can't 
helo you agarr 
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6. REFERENCE LOG 
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